Introduction
Video games development has been grow-ing rapidly over the years. From a simple pixel based 2d games such as 1972: Pong (Ralph Baer) to nowadays game that offers not just a simple gameplay, but also to the point where it becomes a form of en-tertainment as books, movies, recordings, and even television. Video games attracts so many players, because now the players as the user gets to interact directly
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Abstract: This report investigates the importance of creating a realistic environment in order to create an immersive world in digital games. The discussion will start from the history of Digital game development until now, discussing on the limitations of gaming consoles from time to time, and how game designers nowadays keep pushing the boundaries of the visual aspects of their game. 
Game Engine and Assets Creation
Michael E. Moore in the book "Basics of Game designs" (2011) Secondly we will take a look at The Last of Us. For this example I also chose jungle or forest environment.
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Impact
After we investigate these two games, we can easily predict that in the future, 
Conclusion
Based on the analysis that has been The Development of Visual Aspects in Video Games over the Years
